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BRIEF_

Within our current paradigm, so great has become the proliferation of signs and symbols by the vast media that
‘meaning’ has become destabilized to the point where we’re not sure what is real and what is fiction. Jean
Baudrilliard describes this condition as living in a perpetual state of Simulacrum, where there is no ‘real’ left to
distort only competing rhetoric or competing simulations of reality which are manufactured, replicated, packaged
and marketed to seduce... obscuring any connection or referent to authenticity. Thus, Simulacrum is not a copy
of the real but becomes truth in its own right: the Hyperreal.

This distance between reality and fiction (i.e.: the Hyperreal) has become acerbated by the proliferation of
Mass/Global Culture, Mass Media, Mass Production/Re-production, Mass Consumption, etc. each of which can
be seen as a ‘layer’ or stratum further distancing one from authenticity thus demanding that we challenge or
recondition what it means to dwell socially, communally and politically within this context.

Cut/Copy wishes to explore/critique this phenomena via attempting to answer questions such as, where/how
does the notion of Dwelling (at various scales) fit into this milieu of Simulacra (i.e.: Hyperreality) with its attendant
ecologies of Global Culture, Mass Media, Mass Production, Consumer Culture? What are the appropriate
architectural responses in an environment where individuality has been largely supplanted by the economic
convenience of sameness and parity, as such transforming our built environment into homogeneous mono-
cultures zoned with respect to income level, education, vocation, ethnicity and availability? How has the
challenged the social, communal and political hierarchies?

TEACHING APPROACH_

-In an attempt to answer these questions, this studio will initially explore one of the ‘protagonists’ of the
Hyperreal; Consumer Culture, exploring the inherent phenomena of Mass Production, Consumption and
Disposal. Particular attention will be given to Waste/Trash critiquing the stereotrophic ways in which society
views waste/trash as an ‘evil’ that must be dealt with, buried...forgotten about. The first project The Room, an
intervention in the public realm, will challenge the student to re-think or re-position societies position regarding
waste/trash from a point of terminus into a point of departure for new and exciting architectural possibilities.



Through careful study and analysis of the ‘lifecycle’ of a particular mass consumed/disposed product, the student
will form a generative formal strategy which will inform both the design and implementation of their architectural
intervention (i.e.: The Room).

The siting for this project will be located within a +15 ‘bridge’ of the students choosing. The challenge will be to
reanimate (via The Room) an existing ‘public’ space that does little if any to reinforce the notion of ‘publicness’ or
public life.

-The next project: The Single Family Dwelling will introduce the student to the methodologies of Pre-
Fabricated/Modular or Systems Built design. Pre-Fab in many ways mirrors and wishes to exploit the nuances
of Mass Production, Consumption and Disposal and as such could be interpreted as yet another ‘layer’ or
stratum distancing reality from fiction. The student will be asked to challenge/critique this notion of Pre-Fab and
its possible contribution to the layering or distancing from reality, forming a position of acceptance of opposition.

For example, one could see this mass-commodification of Pre-Fab (and its resultant architecture) as a negative
that needs to be reconditioned in such a way that the traditional notions of dwelling (with its attention to social,
communal and political sympathies) are brought to light, thus ‘peeling’ back the layers which mediate reality from
fiction...the Hyperreal. On the other hand, one could view this commodification of architecture (i.e.: Pre-Fab) as
a positive for architecture, perhaps capitalizing on the potential(s) of ‘branding,’ looking to the mass appeal of
commercial items such as the iphone as a strategy to reposition architecture within the Hyperreal.

The student will be given a site situated within downtown Calgary, and will be challenged to successfully
negotiate their Single Family dwelling within the fabric of an intensely urban field condition. Exact site TBA.

-The final project: the Multi Family Dwelling briefly explores the nuances of Responsive Infrastructure (Rl), in
particular its applicability towards Pre-Fab, via RI’'s sympathies regarding Adaptability, responsiveness to either
Expansion or Contraction and its ability to Reciprocate/Interact with other ‘systems.’ Currently Pre-Fab is still
fairly static in both its social, communal and political responses to dwelling. The Multi Family Dwelling will
examine ways in which the technologies inherent within Pre-Fab construction can borrow from the dynamism (or
non-stasis) of RI. The student will be challenged to reexamine dwellings age old allegiance to stasis, perhaps
offering new perspectives on how we could dwell more dynamically (i.e.: Adaptability, Expansion/Contraction,
etc.), or dwell symbiotically with other systems within the urban polis.

To facilitate this investigation, the student will be given an Above-Grade Parkade situated in downtown Calgary
and asked to negotiate the two divergent typologies/programs of Dwelling and Parking into one seamless milieu.
The challenge will be to reconcile dwelling which is typified as a static, non public affair against an ‘infrastructure’
designed to be dynamic and public. Exact site TBA.

To conclude, in all three projects, whether it be the transformation of a public space using waste/trash, critiquing
the commodification/branding of architecture (i.e.: Pre-Fab), or finally exploring non-static sensibilities (i.e.:
Adaptability/Responsiveness) with respect to ‘Dwelling,’ the traditional or pedagogical affiliations to the Social,
Communal and Political aspects of human influenced ecological systems will not only be examined, but
potentially reconditioned as the student negotiates their intervention(s) amidst the backdrop of the Hyperreal.
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